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HEROIC FANTASY ADVENTURE GAME RULES 


Wizards & Heroes is a set of rules for simple adventure games between 
men, monsters, and magic. You can be a warrior, swordsman, or wizard 
fighting pagan barbarians, evil magicians, vile orcs, or even a dragon! 

In your first games, you may wish to avoid using all magic, wizard, 
and spell rules, After you have mastered the moving and fighting rules, 
you can introduce magic. 


Outfitting & Arming Your Troops 

Each figure is “rated” for its protection and weapons. Some figures 
may have better armor, some better fighting abilities. Some can even 
carry bows or throw spears/javelins/darts, etc. - 

Armor Rating: this number represents a figure’s protection. Look 
at a figure, and decide what rating it deserves. “1a” means no armor 
except normal clothing. “2a” is hardened leather (breatplate or jerkin) 
and helmet, perhaps with metal rings or discs. “3a” is a metal breast- 
plate or chainmail coat with metal helmet, perhaps some other leather. 
“4a” is a complete suit of plate armor, with metal protection every- 
where, including hands, feet, and helmet visor. If a figure is carrying 
a shield, add two (“+2”) to the armor value. Maximum armor rating 
is “Sa” including a shield bonus. Values over 5a are considered Sa. 

Fighting Value: this represents how well the figure does in hand-to- 
hand combat (melee), Consider the type of man, and decide his value: 
”1f” means unarmed, peasant or militia without training or with an 
improvised, unmilitary weapons. “2” is a small ot poor fighting man, 
including snaga orcs and goblins, halflings, and lesser creatures, “3f” 
means an average orc, half-orc, goblin average fighting man, poorer 
dwarves, woods elves of non-miliary attitude or nature, etc. “4f” means 
elite uruk-hai orcs and goblins, fully armed dwarves, warlike elves, 
superior fighting-men, and many larger creatures. “Sf” includes guards 
of orcs, goblins, or men, high lords and rulers, spectres, wights, etc, 
“6f” includes great creatures such as trolls, ents, dragons, balrogs, etc. 
All mounted cavalry figures add one (“+1”) to their fighting value. 

Missiles: a figure may have a bow, crossbow, or hand-hurled missiles, 
Again, decide what ability the figure deserves. “2m” is for weaker 
archers such as snaga orcs, halflings, etc., or the unskilled. “3m” means 
normal archers, including men, ores, goblins, etc., and hand-hurled 
missiles. “4m” is superior marksmen such as elves, rangers, heroes, etc. 

Bases: each figure can be glued to a cardboard base, and the under- 
side marked with the figure’s ratings and values. For example, a figure 
might be “Hogard, 32, f4, Om.” This means the figure Hogard has 3 
armor, 4 fighting value, and no (0) missiles. 

Each foot figure can be glued to a 1$x15mm cardboard or balsa 
wood base. Each mounted figure to a 15x30mm base. Extremely large 
monsters can use a 30x30mm or 45x45mm base. 


Wizards 

One of more of your figures can be a wizard (sorcerer, sorceress, 
witch, warlock, shaman, necromancer, or whatever). 

Wizards have four levels of experience, which represent their power: 
(1) apprentice wizard, (2) low wizard, (3) high wizard, (4) master 
wizard or arch-mage. 

Normally, a wizard starts as an apprentice. If he (or she) successfully 
survives a battle or adventure, and in the process casts at least one spell 
successfully, he advances to the next level for the next battle/adventure. 
Therefore, keep a “history” of each wizard figure, and note the current 
level. If a wizard figure is killed, all his accumulated abilities are lost, 
and he must start again. Repaint and/or rename the figure. 

No wizard can ‘surpass the master (no.4) level. Once a wizard 





reaches master level, he stays there until he dies. 

Restrictions on Wizards: a wizard cannot use much magic around 
any metal. Therefore, a wizard is limited to just 1 or 2 armor value. 
In addition, they need both hands free, and so cannot carry shields. 
Similarly, without metal their weapons are poorer, and so a wizard 
is limited to 1, 2 or 3 fighting value. A wizard does not carry bows. 

Elvish Wizards: these are a special case. Special elvish armor and 
weapons help them avoid normal restrictions. An Elvish wizard can 
use any armor value, can carry shields, and can carry any type of 
weapon for any fighting value. Elvish wizards can have bows. How- 
ever, Elvish Wizards cannot reach master status. The highest they 
can rise is High Elf (high wizard, level no.3). 


Game Equipment 

Wizards & Heroes requires the following basic materials: metal 
25mm figurines, ruler, yardstick or tape measure for each player, 
a normal 6-sided die for each player, and a table or floor area for 
the battleground. A paper and pencil for noting figure characteristics 
is also handy. 

Heritage suggests you use figurines from the following fine lines for 
this game: Lord of the Rings, Dungeon Dwellers, and Fantastiques. 
Other brands can also be used, as well as any “sword and spear” era 
figures from ancient and medieval times. 

You can improve your games with realistic terrain. HO railroading 
trees, lichen, buildings, etc., are often used, but Heritage Scenoramics 
are specially designed for gaming with 25mm figures. Scenosquares 
make excellent battlegrounds, giving a realistic and interesting area to 
stage your adventures and activities. 


How to Play 
You play Wizards & Heroes in turns. each turn has four “phases,” 
or steps. First one player moves. While he is moving, his opponent can 
fire bows or other missiles. Then both players fight any “melees” 
(hand to hand combats). Then the second player moves, with his 
opponent (the first player) now firing. Then another ‘round’ of melees 
are fought. 
These four phases, in outline form, are: 
(1) First player moves, Second player fires missiles at same time 
(2) Both players fight melees at the same time 
(3) Second player moves, First player fires missiles at same time 
(4) Both players fight melees at the same time 
At the start of the game, each player rolls a die. Higher roll is the 
first player each turn, lower roll is the second player each turn, 


Movement Rules 

You can only move your own figures, and then only in your own 
movement phase. 

Infantry figures move 6” each, mounted figures move 10” each. 
Creatures such as trolls, balrogs, dragons, etc., move like infantry 
figures (6” each). 

You can move as many figures as you want, including all or none. 
You do not have to move a figure. 

Each figure moves separately. It has a movement rate, or speed, of 
so many inches (°) per turn. To move, just measure the right distance 
with a ruler. You can spin and turn the figure while it moves, even 
make a curving move. You need not travel in a straight line. You can 
move slower than top speed, if you want. 

You can’t move a figure through another figure. You must stop 
if you hit another figure (or its base, if using bases too). 


If your figure starts its move touching an enemy figure, ti can 
move. However, the enemy is allowed a free strike (see melee rules) 
when you leave, and the figure leaving melee cannot move next to 
(into contact with) another enemy that tum. In effect, your figure 
is “running away” from battle, Next turn (when he gets his courage 
back!) he could move up to a new enemy (or the old one again) and 
start another melee. 


Special Movement Rules 

Rough Ground: some areas may be “rough ground.” Rocky and 
swampy areas would be rough. Forests and woods would be rough 
except to figures who live there (elves). Steep hill and mountain slopes 
would be rough. 

Buildings: mounted figures cannot normally fit inside buildings. 
Climbing or descending stairs or ladders to another floor in a building 
takes an entire move. Figures can climb through a window, one per 
turn. Figures can move through doors without delay. 

If a doorway, stairs, or window is defended by an enemy figure, 
only one figure can try to “fight through” it at a time. A figure can 
try to fight while climbing or descending a ladder, but is unable to 
use a shield (which can reduce its armor value). 

Blocking Terrain: some items or areas block movement entirely. 
Walls and cliffs are impassable unless ladders are used. Deep water is 
always impassable to figures. 


Shooting Missiles 

Figures with bows can shoot missiles. A figure shoots during the 
enemy moves. It can shoot at one enemy figure, either before, during 
or after it moves, as the shooter desires, Some figures have crossbows, 
These fire just like bows. Other figures have no bows, but do have 
hand-hurled missiles, such as javelins, darts, etc. These also shoot. 

Bwos and crossbows shoot 18”, hand-hurled missiles can be fired 6” 

To see if your missile shot hits, roll a die. If the die roll is Equal To 
or Less Than the shooter’s missile value, you score a hit. For example, 
a figure has “3” missile value: a die roll of 3, 2 or 1 is a hit, while a 
roll of 4, 5 or 6 isa miss, 

If your shot hits, the enemy figure must make a saving throw to 
survive, See Armor: Saving Throws rules (below) 

Firing Restrictions: missiles cannot be fired through terrain or 
figures that block a straight line of fire. Buildings, trees, high walls, etc. 
will block missiles. A figure on a high elevation (hillside, tower, top of 
fortress wall, etc.) can shoot at, and be hit by, missiles that are fired 
over lower figures or terrain features. However, a figure right behind a 
building, wall, trees, etc., cannot be hit no matter how high the shooter, 
and cannot hit a high target from there, as the figure is in the “dead 
ground” right behind the terrain feature. 

Missiles cannot be fired at any figure in contact with friends or 
enemies (in melee). 


Melee: Hand-to-Hand Combat 

If your figure touches an enemy figure, it is in “melee” (which 
means a swirling hand-to-hand fight). During the melee phase of the 
turn, oach figure may strike once (exception: Heros can strike twice, 
see below). 

If your figure touches two or more enemy figures, you simply 
select one of them as your target, and strike against it. If two or more 
enemy figures are touching you, each might make a strike against you, 
while you have only one strike back. 

All strikes occur at the same time. Therefore, resolve all strikes 
before “killing” any figures. It is possible that two figures might kill 
each other at the same time! 

To resolve a strike, roll a die. If your die roll is Equal To or Less 
Than the figure’s fighting value, your strike hits. For example, if your 
figure has “4” fighting value, a die roll of 4, 3, 2 or 1 is a hit, while 
a roll of $ or 6 is a miss. 

If your strike hits, the enemy figure must make a saving throw to 
survive. See Armor: Saving Throw rules (below). 

Note that there are two melee phases each turn. A figure can strike 
once each phase, provided he is touching an enemy. Therefore, as long 
as a figure stays in contact with the enemy, he can strike twice per 
turn (once each phase). 





Leaving Melee 

If your figure moves out of melee with any enemy, the enemy 
gets an immediate free strike, during your movement. If your figure 
is touching two or more enemies, each gets a free strike. If your 
figure is touched by so many enemy figures there is no clear path 
of escape, it must remain and fight, since movement through enemy 
figures (or their bases) is prohibited. 

A figure leaving melee is “turning his back” on the enemy, and 
thus is especially vulnerable as he leaves. 


Armor: Saving Throws 

Whenever a figure is hit by a missile, or by a melee strike, it is in 
danger of death. To avoid death, the figure must successfully make 
a “saving throw.” 

To make a saving throw, roll a die. The result must be Equal To or 
Less Than the armor value of the figure hit. For example, if a figure has 
an armor value of 2, a saving throw of 2 or 1 allows it to survive. A 
saving throw of 3, 4, $ or 6 means it dies, 

A figure is entitled to one saving throw each time it is hit. However, 
if a figure fails to make any saving throw, it dies. For example, a figure 
is hit by two missiles, It makes the saving throw against one, but fails 
the other. The figure is dead. 


Heroes 

Some figures as classed as “heroes.” These formidable fighters have 
special advantages in melee. Huge or magical creatures are considered 
the equivalent of heroes, such as Dragons or Balrogs. 

A hero is allowed two strikes each melee phase, instead of one. The 
hero can use both strikes against the same enemy, or if touching two 
or more enemies, can use one strike against one enemy, and one strike 
against another. 

Hero strikes are each resolved normally. 

Heroes have no special missile fire advantages. 


Cover 

A figure hiding behind walls has cover from missiles and in melee. 
A figure standing at a window, ducking to avoid missiles or trying to 
stop an enemy from coming through the window, also has cover. A 
fight at a door or stairway does nor have cover. A figure in a forest or 
rocky area has cover from enemy missiles, but has not melee cover. 

A figure with cover Adds Two (+2) to its armor value. However, 
the overall armor value still cannot exceed five (5). Therefore, if the 
figure already has 4 or 5 armor, cover simply means the figure now 
has 5 armor value. Cover benefits figures with poorer armor, generally. 


Magic 

Only wizards can use magic spells. A wizard can cast as many spells 
as his level, each turn. Therefore, an apprentice wizard (level one) can 
cast one spell a turn, a low wizard two per turn, high wizard three per 
turn, master wizard four per turn. A low wizard or better (level two or 
higher) can cast the same spell twice or more, or he can cast different 
spells, in the same turn. All wizards “know” all the spells. 

How to Cast Spells: a wizard can cast a spell instead of shooting 
missiles, instead of striking in melee, or instead of making a move. If a 
wizard is casting more than one spell in a turn, he must sacrifice a 
different thing for each spell. For example, a master wizard (level 4) 
belongs to the first player. Instead of moving, the master casts his first 
spell. Instead of striking in the first melee phase, he casts a second 
spell. During the enemy move, instead of shooting missiles, he casts 
a third spell. Then, in the last melee phase, he casts his fourth spell. 

Wizards can cast spells any time during the proper phase, but 
normally they will cast spells at the start of the phase, before any- 
thing happens. Even if a wizard doesn’t have missiles, he can still 
cast during enemy movement. 

Casting Restrictions: a wizard cannot cast a spell on a figure he 
cannot see. A wizard cannot cast a spell during a melee phase if in 
contact with an enemy figure. The wizard must strike (or parry, if that 
optional rule is used) during the melee phase. 

Enhancing Spells: if a wizard casts the same spell twice (or more), 
the spell effect may be enhanced (increase). The enhancement occurs 
when the second casting occurs. Thus it may take time to develop the 
full power of the spell. 


When Spells Take Effect: a spell takes effect immediately, in the 
phase it is cast, and for the rest of that turn. Some spells will continue 
into following turns. 

Any type of spell can be cast in any phase. Of course, some spells 
will be useless in later phases of the turn, because the proper part of 
the turn for their effect has passed. 


Magic’s Law of Perversity 

In magic, the Law of Perversity exists, and can be summarized as: 
“Whatever can go wrong, will go wrong.” Therefore, it is possible to fail 
when casting a spell. 

Each time a wizard casts a spell, roll the die to see if he fails or not: 

Apprentice Wizard fails if he rolls 2 4, 5 or 6. 

Low Wizard fails if he rolls a 5 or 6. 

High Wizard fails if he rolls a 6. 

Master Wizards never fail, they need not roll for the Law. 

If a wizard fails to cast a spell, nothing happens. He can continue to 
attempt spells that turn (with his remaining magic ability, if any), 
perhaps even try the same spell again! Of course, he’ll have to wait for 
‘the next phase before trying. In any event, the wizard can cast any spell 
on any following turn, regardless of failures on earlier turns. 


Spells 

Fear: one figure is prevented from moving into contact with any 
opposing figure for this turn and next turn. If additional fear is cast on 
the same figure, add another turn for each additional spell cast. If a 
figure in fear is contacted by the enemy, he can still strike in melee, but 
his fighting value is reduced by one (if value is already one, it is reduced 
to zero and he can’t fight), 

Hold: one figure is prevented from moving at all this turn. Figure 
may still shoot missiles and/or strike in melee. If additional holds are 
cast on the same figure, add one turn for each extra spell cast. 

Poison Wound: if a figure is hit by missile or melee strikes this 
tum, for each hit he must make a double saving throw, one against the 
weapon, and one against magical poison. If he fails oithor saving throw, 
he dies. If additional poison is cast against a figure, there is no extra 
effect. 

Death Spell: any one figure is automatically killed if within 6” of 
the wizard casting the spell. Figure makes no saving throw (but can be 
saved if a friendly wizard immediately throws a ward spell to protect 
him). 


Portal: figure is picked up from any location with 12” of the 
wizard, and teleported to any other location within 12” of the wizard, 
Figure must be teleported to passable (although perhaps rough) terrain. 
Figure can be teleported out of meles, and no extra strike occurs. A 
wizard can teleport himself. If additional portal spells are cast on a 
figure, he can make additional moves. This is mainly valuable to wizards 
teleporting themselves. 

Ward: prevents Fear, Hold, Death or Portal from working on any 
one figure for the rest of the turn. Can be cast immediately to prevent 
one of these spells from taking effect (i.e. it can be used as a counter- 
spell, to stop another). 

Cover: gives all friendly figures within 3” cover for this turn. All 
figures count as if they had cover, regardless of whether they really do. 
If additional cover is cast in a turn, the area covered increases by 3” 
for each extra spell. For example, two cover spells give a 6” radius, 
three spells a 9” radius, four a 12” radius. 

Magic Armor: figure touching the wizard, or the wizard himself, 
has magic armor for this tum. Magic armor has an automatic armor 
value of 6 — the figure always makes its saving throw, and cannot be 
killed by natural means. Magic armor must be cast before a missile 
or melee hit to protect the figure, it cannot be cast in response to 
something which already happened, If additional Magic Armor spells 
are cast on a figure, each extra spell adds one turn to the duration 
of the Magic Armor. 

Defeat Magic Armor: counteracts and destroys magic armor. on 
any one figure. This spell also prevents any new magic armor for the 
figure for the rest of the turn. For each additional defeat spell, magic 
armor is prohibited for another complete turn. However, once even 
one defeat spell occurs, all turns of magic armor are immediately 
lost, so additional defeats only prevent a new magic armor spell for 
the appropriate period of time. 

Cure: if a wizard is touching the figure, or working a cure on him- 
self, this spell cures all wounds (if optional rules are used). If the figure 
died earlier this turn, the figure is “brought back to life” immediately 
and any wounds are erased, A wizard cannot bring himself back to life. 
If the figure died on a previous tum, it is too late for cure spells to 
work, the figure must remain dead. A wizard cannot cast a cure spell 
before the event, to repair future wounds or death. Cure is only good 
against wounds that have already happened, or death which just 
happened this turn. Additional cure spells cast on the same figure have 
no additional effect (except to cure any new wounds or a new death). 








OPTIONAL RULES 


These optional rules are for experienced players. Some or all can be 
used, as desired. They add extra detail and “realism”, but do make the 
game sligh tly more complex. 


Variable Movement Speeds 
Basic movement speeds (infantry 6”, cavalry 10”) are somewhat 
simplistic. For each figure, modify the normal speed depending on its 
armor and natural abilities. 
Armor Modifications: infantry and cavalry figures with body 
armor (armor value without shield) of certain values have their speed 
increased to decreased, to account for the weight and fatigue of armor: 


4a value infantry — 1” slower 
3a value infantry — 14” slower 
la value infantry — 1” faster 


4a value cavalry — 2” slower 
3a value cavalry — 1” slower 
1a value cavalry - 2” faster 
Natural Ability: for each figure, roll a die. If a “1” results, the figure 
is faster, more agile than normal, add 1” to its speed, If a “6” results, 
the figure is slower, less skilled than normal, subtract 1” from the 
speed. A die roll of 2,3,4,5 means there is no change. 
Heroes are always 1” faster than normal. This is in addition to any 
armor modifications and natural ability. 


Parry 
A figure in melee may use its strike to parry an enemy strike 


instead. The figure announces it is making a “parry strike” and if the 
strike hits, one enemy hit is nullified. If no enemy figures scored hits, 
the parry is wasted. For this reason, parry strikes must be announced 
before any strikes are resolved, 

A hero with two strikes could use one normally, and one to parry, 
or use both for normal strikes, or both for parties. 


Wounds 

In the basic rules, whenever a figure fails its saving throw, it dies. 
This rule introduces the concept of figures wounded, but not dead. 
This rule is only suggested when each player has a small number of 
figures. As forces become larger, a simple ‘dead or alive’ system is 
Preferable, although players may still wish to use wounds for heroes 
and wizards. 

When a figure fails its saving throw, make another die roll to see 
what happens: 

1 — light wound, figure loses 1” speed, 1 armor value, and 
also loses 1 fighting value. 

2,3 — serious wound, figure loses 2” speed, loses 2 armor value, 
loses 1 missile value, and loses 2 fighting value. 

4 — wounded & unconscious, figure loses all speed, all missile, 
all armor, and all fighting value; if still alive at end of game, he survives 
only if his side remains on the battlefield. Otherwise he is left for 
dead and will die of his wounds. 

5,6 ~ killed outright. 


Magic Creatures 


Some creatures have built-in magic abilities. Usually this is on 
apprentice or low wizard level, and the creature has only one or two 
spells it ‘knows’ and can use. However, some creatures were once men, 
and by magic were transformed into something else (such as vampires, 
spectral wizards, skeletal lords, etc.). These men may have all normal 
abilities, perhaps even be heros, as well as wizards. 

The most common spells used by creatures are fear, hold poison, 
death and ward. A few lesser creatures of apprentice level have portal 
(a survival mechanism that lets them escape from bigger enemies!). 

Great creatures may be quite powerful, but are rarely encountered. 
A Balrog, for example, is master level, and knows fear, ward, and magic 
armor spells. D zagons are low or high level when full grown, and know 
fear, ward, hold, and often cover, magic armor, poison wound, and/or 
defeat magic armor. 

Players must decide what creatures they have, and what magical 
abilities are available to each. 


Morale 

In the basic rules, it is assumed that every man is courageous and 
brave unless made cowardly through magic. This is rarely the case in 
real life. 

To use this rule, each figure must be rated either A, B or C morale 
quality, representing its bravery and fortitude, 

A morale includes all bodyguards (men, orcs, goblins, etc.), rangers, 
kings, lords, other high ranking leaders and nobles, and undead kings, 
spectral lords, all halflings (famous for their bravery), ete. 

B morale includes average fighting men, elves, dwarves, orcs, goblins, 
and most creatures, including trolls, ents, etc. 


C morale includes poor and unrealiable types, such as militia levies, 
peasants, snaga (slave) orcs, and many lesser, weaker creatures. 

Heroes (including creatures with hero rating) are so brave or 
formidable that they never check morale. Wizards, however, must check 
morale normally unless also heroes. Normal wizards start with C morale 
while apprentices, rise to B when low or high wizards, and eventually 
reach A morale when they become master wizards. Elvish wizard- 
warriors are B morale when apprentices or low wizards, and become A 
morale as high wizards. 

How to Check Morale: whenever a figure makes a saving throw, and 
a “1” die roll occurs, the figure must immediately check morale. To 
check morale, make another die roll, and compare the result with the 
figure’s morale rating on the table below: 


Morale Table 

morale die roll 

rating 1 2 3 4 5 6 

A morale good good good good good Rout 
B morale good good good good Rout Rout 
Cmorale good good good Rout Rout Rout 


good = good morale, figure not affected by the morale check 
Rout = figure routs, on its next move it must leave melee (if in melee), 
and in any case must move away from nearest enemies, trying to get 
furthest away from the enemy as fast as possible, or at least furthest 
away from the nearest enemy. If unable to rout because friends, terrain, 
enemies, and/or magic blocks the path, figure surrenders and is 
captured. Prisoners loser all missile and combat value, and are 
controlled only as long as they are contacted, (touched by captores). 





SETTING UP GAMES 


The Scenario 

Each game, or “adventure,” requires a scenario. This tells who is 
on which side, what figures they can (and can’t) use, what the battle- 
field terrain will be like (draw up a map, or just lay out the terrain 
when you start to play), and what each player must do for victory, 

Many different scenarios are possible. A few ideas include: a party 
of adventurers is trying to get through a mountain pass (or forest trail) 
defended by orcs and goblins; a wizard’s tower is under attack by angry 
villagers; an evil spectral lord and his minions are carry ing off a princess 
and must be stopped; eto., ete. 

‘Tne player who designs the scenario and sets up the terrain must 
allow his opponent choice of which side he controls. This helps insure 
a fair game that gives both sides an equal chance at victory. 


Standard Battle Scenario 

The easiest way to set up a scenario is to just lay out a battlefield, 
the player who sets up terrain allowing his opponent choice of which 
side he will set up along (normally armies take opposite sides of the 
table, each able to ‘set on’ so many inches from their edge). 

‘Then each player is allowed so many points (100 per side, 250 per 
side, or whatever), and selects his own figures from those he has in 
his painted collection. 

The battle continues until one side is wiped out, or moves all their 
figures off the battlefield. Figures that voluntarily leave (not rout) from 
the field as considered ‘still alive’ for victory purposes. The winner is 
the side with more points of live figures at the end of the battle. The 
player left in possession of the battlefield recovers all his unconscious 
figures, and can count them as alive (if the optional wounds rule 
is used). 


Point Values 

For standard battle scenarios, or any game where fairness is desired, 
a point value for each figure can be computed. If opposing sides have 
equal points, the forces should be reasonably fair. However, in some 
scenarios one side might have a more difficult task, and need more 
points. 


To compute a figure’s point value, add together the following: 

Armor: 1 point for each armor value, 

Fighting Value: 1 point for each fighting value. 

Missiles: 1 point for each missile value of bows or crossbows, 
and ¥% point for each missile value of hand-hurled missiles. 

Mounted: 2 points extra. 

Hero: extra cost of hero is 1 more point for each fighting value 
Point (to represent the value of the second strike ability). 

Wizard: 6 points for wizard ability, plus 3 points extra for each 
ability level. 

Magic Creatures: 1 point for each ability level and 1 point for 
cach spell the creature knows. 

Morale: +2 points extra for ‘A’ morale, -2 points (subtract two) 
for ‘C’ morale. Minimum figure point value is one (1), regardless of 
subtractions. When morale rules are used, Heroes each cost three extra. 

Example: a fighting man has 3 armor, 3 fighting value, a bow with 
2 missile value, and is on foot. His point value is 8 (3+3+2). If he was 
mounted, it would be 10. If he was a hero on foot, the value would be 
11, while a hero mounted would be 13. 

Example: a low wizard has 1 armor value, 2 fighting value, 2 value 
hand-hurled missiles (throwing knives), and his point value is 
(6+6+1+2+1) 16. Wizards are costly! 


Expanding Wizards & Heroes 

Eventually, youcan organize entire fantasy armies for these rules, 
including heroes, wizards, entire groups of troops (“units”), creatures, 
etc. You and your friends can each have a “Kingdom,” fight battles to 
determine who will be “Emperor,” with the losers becoming ‘vassals’ 
(allies) of the winner in even bigger battles, 

Feel free to add extra rules for special equipment and terrain, In 
your own kingdom, your castle can be collected using Heritage Sceno: 
ramics, and you can create rules for sieges and assaults. 

For the sake of consistency, we suggest you only use 25mm figures 
with Wizards & Heroes, and limit yourself to those men and weapons 
which existed before the invention of gunpowder firearms (before 
1400 AD, more or less). 
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